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Like Risk 1 *, or the classic Japanese game of Go, 
Lords of Conquest is a strategy game of terrltoriaf 
struggle. The game begins with players taking turns 
selecting territories on the game map. Because of 
their locations and wealth, some of these territories will 
be important and powerful, while others will be 
insignificant and weak- Likewise, some will be rich, 
some poor. The rich ones contain "resources" like 
gold, horses, Iron, ooal, or timber, which you will work 
to acquire because of the powerful weapons and cities 
they can buy. 

The action in Lords of Conquest takes place in yearly 
cycles. Each year has four or five phases. During 
each phase, the players will have an opportunity to 
make decisions In preparation for that year's action. 
The first phase is Development, during which you can 
invest in new weapons and cities. Development begins 
during the second year, and is the first phase of alt 
subsequent years. The other phases are 1) 
Production, in which your resource-bearing territories 
produce wealth; 2) Trading, which in multi-player 
games allows you to threaten, cajole, reason with, and 
bribe your opponents In shameless attempts to take 
advantage of them; 3) Shipment* In which you have an 
opportunity to move either your wealth or some of your 
forces to a more strategic location; and 4) Conquest, in 
which you relentlessly assault your neighbors' 
territories. 
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Battles between territories are decided on the basis of 
the number of supporting territories and forces (in the 
form of weapons, horses, boats and cities) held by 
each side. During the year, all the players will have a 
chance to expand their territories and wealth at the 
expense of their neighbors. Ultimately, players 
become strong enough to start building cities. The first 
player to build three cities, and successfully defend 
them for a year, is the winner. One last word of advice. 
Show no mercy, and expect none. Not everyone has 
what it takes to rule the world* Maybe you do. So what 
are you wafting for? 
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SETTING UP THE GAME 

THE QUICK START 

There are two ways to approach Lords of Conquest 
Each has Its own advantages. 

The fastest way to learn Lords of Conquest Is to start 
playing the game as you consult the quick-reference 
guide on the back cover. Then, once youVe gained 
some familiarity with the game, you can use the rest of 
the manual to clarify anything you didn't understand. 
The game menus wilt take you through the set-up 
phase. We suggest that you begin with the built-in map 
of North America (beginner's version) for a one-player 
game against the computer at the easiest level, with a 
tow level of chance. 

The other approach ts to follow the explanations in the 
manual as you play your first games. 



BEGINNING THE GAME 

When you start the game, you will see the title screen 

and hear the Lords of Conquest theme. Press 

[ Return ] during the music to load the game 

immediately. 

Game Choices 

New Gams: This option starts a new Lords of 
Conquest game. 

Saved Game: This option lets you continue a 

previously-saved game. At this time, insert your data 

disk and indicate the proper disk drive number, Then 

type in the name of the game you want to play. See 

your reference card tor details. 

Map Maker: This option lets you make your own 

Lords of Conquest map. We suggest that you play one 

or two games before you try to create your own map. 

To learn how to make a map, see the Map Maker 

section on your reference card. 

Demo: The computer will play a demonstration game. 



New Game 

Enter the number of players. For a solo game against 
the computer, enter 1* 

Gams Level 

There are four levels of game play. Each is more 
complex than the last. 

Beginners: Only two resources are available at this 
level: Gold and Horses. 

Intermediate: This level has five resources: Gold, 
Horses, Iron, Coal and Timber* 
Advanced: This game has the same five resources and 
allows boat building. 

Expert This option has the five resources, boats, and 
also allows you to move your horses, weapons and 
boats during the SHIPMENT round. 



Difficulty Scale 

In a one-player game against the computer, you can 
choose from nine levels of difficulty. Those In need of a 
quick dose of humility may want to go straight to the 
upper levels. The table below describes the 
differences between the various levels. 



Level 


1st Pick 


1st Attack 


Extra Territories 


1 


You 


You 


You -4 


2 


You 


You 


None 


3 


Computer 


You 


You -2 


4 


Computer 


You 


None 


5 


You 


Computer 


None 


6 


You 


Computer 


Computer -2 


7 


Computer 


Computer 


None 


8 


Computer 


Computer 


Computer -2 


9 


Computer 


Computer 


Computer -4 
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Note: The computer can take as long as two minutes to 
think about its next move. Most of the time v the move 
the computer makes after 1 seconds will be the same 
as the move It makes after 2 minutes. If you wish* you 
can limit the computer's thinking time by pressing your 
joystick button or space bar after about 10 seconds. 



Same Parameters 
Resources 

This option appears in atl but the beginner's level. It 
allows you to set the quantity of the available 
resources. Generally* a tow level of resources slows 
down the development of Cities. Weapons* and Boats, 
and Increases competition. A high level allows 
speedier development and decreases competition. 

Cities to Win: You can adjust the number of cities 
needed to win the game. Your range is 3*6* 

Chance Level: You can choose from three levels of 
chance, Some players will prefer the purely strategic 
challenge of the low chance game, while others will say 
that a high level of chance adds more uncertainty and 
fun to the game. 

Low - Only the location of new Horses is a random 
event. All battles are decided strictly on the basis of 
strength. In the case of a tie, the attacker will prevail. 
Medium - In addition to the randomized location of 
new Horses, occurrences of production, trade, and 
shipping are random. During attacks, tie scores are 
decided randomly. If you should lose an attack, your 
turn is over, and any horse, weapon or boat that you 
brought into the attack is lost. 
High - In addition to the above random conditions* you 
can win or lose on any attack, with the odds fixed in 
proportion to the point totals. 

Music: This gives you the option of turning off the 
music. 



MAPS 

Alexander wept when he found he had no more worlds 
to conquer. Unlike other strategy games of territorial 
struggle, and unlike poor Alexander's predicament, 
Lords of Conquest gives you a virtually unlimited 
variety of worlds in which to play. There are several 
maps built in, and you can create your own unique 
maps with the map generator. All the maps can be 
extensively modified. H you like, you can even design 
a map of your neighborhood to fight over And, of 
course, every map requires an imaginative twist In your 
strategic thinking. 

You will be asked to choose a map to play on. 

1) Map from game disk: This takes you to the 
Map Catalog. You may look at any map before 
deciding to use jt You will be asked, *Use this map?" 
"Yes" will proceed; *No" will take you back to the 
catalog. 

2} Saved Map: This option lets you toad a 
previously-saved map. Previously-saved maps should 
be stored on separate, formatted disks, not on the 
game disk. Be sure to format a disk before beginning a 
game (see your reference card for details). 

3) Generate a Map: This option wilt produce a 
randomly-generated map. You have two choices: 

A) Use programmed parameters: The computer will 
generate a random map according to pre-programmed 
settings. 

B) Define your own: This option will lead you through 
the steps which allow you to create your own unique 
map. The computer will ask you to determine the sizes 
and shapes of the territories and bodies of water in 
your map. See your reference card for details. 
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After the map is complete, you will have the following 
choices: 

1} New Parameter*: This restarts the process of 
defining the kind of map you want. 

2) Redo, Same Parameters: You will get a new 
map, based on the settings which generated the 
current map, 

3) Save Map: You can save the current map to disk. 
You must have a formatted disk ready. You will be 
asked to indicate which drive and to name the map. If 
you think you might like to play on a particular map 
again, this is the time to save it. When you save a 
map, record its name in the Map Catalog at the end of 
the manual. You will need to know the map name to 
re-load the map. 

4) Proceed: When you find the map you wish to play 
on, this will let you proceed to the next part of the 
game, which is the distribution of resource-producing 
sites on the map. 



RESOURCES 

In Lords of Conquest, it's the rich who shall inherit the 
earth. Resources are the key to victory. The player 
who succeeds in gaining control of the best 
combination of resource-producing territories will have 
the wealth to build more forces (and eventually more 
cities) than his or her opponents (see Development 
phase). In Lords of Conquest, wealth is power. 

In level-one games, there are two kinds of 
resource-producing sites: 




Gold Mines Pastures 
Levels 2-4 add: 

i v t 

Iron Mines Coal Mines Timber 



Moving Resources 

In all but the beginner's level, you will have the option 
to move the resources on your game map. The more 
Machiavellian you become, the more useful this will be 
to you. 

You have three choices: 

1) Redistribute: This option puts the resources in new 
random locations. 

2) Modify: Here, you can move a resource to any 
territory which doesn't already have one. Move the 
cursor to the territory with a resource site, and then 
push the button. Move the cursor to the territory 
where you want the resource site to be located, and 
push the button again. To exit this mode, move the 
cursor to a water area and push the button. 

3) Proceed: Begins the game, 
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SELECTING TERRITORIES 
Because this is a game of territorial expansion and 
resource management, careful strategic planning 
during territory selection Is crucial. A strong opening 
position will serve you well for the rest of the game. So 
it is generally unwise to select a territory fust because 
you like its shape. Generally, you should select 
territories with resource sites in them first, then 
territories which share borders with the ones you 
already own. This will enhance your defensive 
position, There is also a large element of strategic 
aggression during territory selection* Correctly 
chosen terr&ories can undermine the strength of your 
opponent's position. 

The order of play is shown by the stack of colored 
ovals to the left of the shield. The first player in a 
round is at the top, and the last is on the bottom. Each 
year this order will rotate. 

The main screen shews the game map, with the cursor 
in the center. Move the cursor to your chosen territory 
and press the button. You will be asked to verify your 
choice. After you verify your selection, the next player 
has a turn to make a selection. Players select 
territories one after another until all the territories are 
taken. 



THE YEARLY PHASES 

The earth is bountiful and wealth accumulates. 
Commerce begins, and alliances form. Nervous 
neighbors arm to defend their holdings, and borders 
militarize. Tension and fear escalate, and all chances 
of peace dissolve. In other words* it's the perfect 
environment for a conqueror. 

DEVELOPMENT 

At the beginning of the second year (and each year 
thereafter) you will be asked if you wish to use the 
resources in your stockpile to build weapons, cities (or 
boats in levels 3 & 4). H you can develop anything, It 
will be shown oh the main menu. To help you deckle, 
you may call for a scouting report by selecting "INFO/ 
Weapons and boats are represented on the map by 
Icons: 

A Weapon A Boat 

A city is represented by a striped pattern in its 
territory. A city will double the production of gold, iron, 
coal or timber in the city's territory and in territories 
adjacent to ft 



Frees Button To Save Game 

This option will bring you to a menu showing four 
choices: 

Paint Water: Gives you several choices tor coloring 

the water areas on your game map* 

Save Game: Lets you save the game on a separate 

disk. You will need a separate, formatted disk for this 

option. See your reference card for details. 

Music On/Off; Lets you turn the music on or off. 

Exit: Continues the game from where you left off. 
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Development eoets: 

The table below describes the resources needed to 
buy weapons, dtles and boats at the different game 
levels* 

In a level 1 game: 

2 Geld. 1 Weapon 
4 Gold -1 City 

In £ taral 2 smm edd: 
1 kon+1 Coal- 1 Weapon 
1GoW+1 lron+1 Coal+1 Timber- 1Cly 
In levels 3 & 

3 Timber -1 Boat 
3Gold-1 Boat 

To develop an Hem, highfght its name and press the 
button. You will be asked where It should be placed 
and which resources you wish to spend on It* H there is 
a choice. You may not have two weapons, horses, or 
dies In the same territory. 

M a after selecting it, you change your mind about the 
purchase of a city, weapon, or boat, place it In the 
water or an opponent's territory. The computer wl 
view this as an Invalid move and will return you to the 
previoua menu. 

If you build a boat, you will be asked to place It in a 
territory. The computer wil put it in the adjacent water. 
1 the territory borders on more than one body of water, 
you will be asked to choose the one in which you want 
your boat You may have several boats bearing on the 
same territory, provided there is available coastline. 



PRODUCTION 

In the production phase, each resource-producing site 
produces wealth for its owner. The producing 
territories flash, one by one, and the resource totals 
are displayed at the bottom of the screen, Note that 
Horses appear on the map itself. In the territories with 
pastures. Later, as play progresses, Horses will 
spread from their original pastures to adjacent 
territories and then beyond. If you have moved a horse 
out of its original pasture, a new horse will appear 
there. 



Locate Stockpile 

Your stockpile is where your accumulated resources 
are stored. It's your treasury. Without it, you're not 
worth a dime, so guard it at all costs. H the territory 
containing your stockpile is lost, all your stored 
resources are added to the conquering player's 
stockple. Stockpiles are represented by this icon: 

H 

A stockpile 

Note that Horses are not in the stockpile but in specific 
territories. However, you can see the number of 
Horses that any player has by consulting the stockpile 
menu. 

TRADING 

This is one of the phases in which your Interpersonal 
skils" come into play. You will be faced with a difficult 
choice * whether to be a business partner that your 
opponents can trust (and maybe take advantage of), 
or to ruthlessly stab them In the back at a crucial 
moment and sweep on to victory. On the one hand, 
you may want to speak to your friends again when the 
game is over. On the other hand, you know what 
happens to nice guys. 
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Trading only lakes place in games with three or four 
players. In the trade option, you will see every 
player's resources and the following menu: 

END TRADE MAKE A TRADE INFO 

BID TRADE* moves you to the next round after giving 
you a chance to verify that no ons wants to trade, 
MAKE A TRADE -takes you to the tmda menu* 
INFO - takes you to the scouting report (See INFO 
section). 

All trades are made orally among the players* Once 
two players have agreed on a deal, select MAKE A 
TRADE. You will see colored bars representing each 
player and the question WHO? Move the cursor to the 
cotar of one of those players and push the button. Now 
you will see WHO ELSE? Move the cursor to the color 
of the other player and press the button. 

At this point, your color shield is displayed, and you will 
be asked to Indicate which resources you will give. 

Move the cursor to the resource you are giving in 
trade, and press the button. IT you are giving more than 
one resource in trade* continue until your side of the 
trade Is complete. Now move the cursor to DONE. H 
you are trading a Horse, you wil need to indicate the 
territory from which you are taking the horse. 

The other player in the trade now indicates which 
resources will be exchanged tor yours and signifies 
DONE. 



INFO - THE SCOUTING REPORT 
The scouting report is available throughout the game. 
Unless you think you can count faster and more 
accurately than your computer, yoult want to use it. 
Quite a lot, probably. When you select INFO, you are 
given the following menu choices: 

FORCES * lets you select any territory to see how 
much force ft has and how much bears against It. 
A * in the force count indicates that a boat Is figured 
into the bearing, A force count will not count horses* 
weapons or boats beyond adjacent territories, even 
though their force might be added to a battle. 
STOCK FILES - shows all of the resources in every 
player's stockpile. 

TERR, WFO. - gives information about the bordering 
lands, weapons, cities, resource production, and 
horses. 

EXIT - takes you back to the previous menu . 
SHIPMENT 

Shipment lets you prepare for expected attacks by 
moving your stockpile. At the expert level, you may 
also move horses, weapons, or boats to a new 
location. Weapons may move one territory. Horses 
can move up to two territories and can pick up a 
weapon along the way. A boat can move to any of your 
territories, so king as that territory is accessible by 
water from the boat's originating territory. A boat can 
carry a horse and a weapon. 



9 you received a Horse, you will need to indicate where 
you wish to place It 

The atockpile for each player will register the changes. 
When all trades are complete, verify that you want to 
END TRADE, There is no limit to the number erf trades 
in a given turn. 
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THE ATTACK 

CONQUEST 

Conquest is the phase of the game when people tend 
to jump up and down or burst into tears. It's the part 
with all the action. At this time, the players evaluate 
which of their opponent's territories are the most 
strategically valuable and attainable. It is usually 
helpful to use the "INFO" option to coiled information 
about territorial force counts at this time. During 
multi-player games, it is important to consider the 
probable actions of third parties. You may want to 
enlist their support, if possible (See "Allies"), This is 
another part of the game where interpersonal skills like 
whining, threatening, and bribery can play key 
strategic roles. 

The table below describes how a defending territory's 
forces are counted. 

Force Points 

1 point for the home territory itself 
1 point for each adjacent territory 
1 point for a horse in the home territory 

1 point for each horse in adjacent territories 

2 points for a city In the home territory 

2 points for each city in adjacent territories 

{cities also double resource production in their home 
and adjacent territories) 

3 points for a weapon in the home territory 

3 points for each weapon in adjacent territories 
2 points for each boat in the home territory 

The offensive force count will include the forces 
(territory points, cities, horses, weapons) of alE the 
attacking player's territories bordering the defending 
territory. Boats will not be counted, because they 
must be specifically added during an attack. 



Note that force counts will vary depending on whether 
you are attacking or defending. A territory with a 
strong defensive position may not necessarily be 
strong offensively, and vice versa. 

Each player is allowed 2 attacks per turn. The second 
of these may be used to move your stockpile. V you 
lose your first attack in a medium- or high-chance 
game, you wW not be allowed a second attack. 



CHANCE LEVELS 
Low Chance 

At the LOW CHANCE level, the following conquest 
rules operate: 

To make an attack, choose "Plan Attack.* You will be 
asked which territory you want to consider attacking. 
When you have made your selection, the screen will 
show you the amount of force points you have bearing 
on it and the points the defending player has bearing 
on it. Ties go to the attacker. The points any other 
players have bearing wii be shown if their alliance with 
one side or the other could affect the battle. If you can 
conquer the territory without adding more forces, a 
checkerboard pattern will flash in the territory (see 
"FORCES* section). If there is no way you can win this 
attack, the screen will show "Attack will fail!" The 
menu allows you to 1) exit to the main conquest menu, 
2) replan an attack elsewhere, or 3) continue with this 
attack if it is possible to win it 



Medium Chance 

(See rules for Low Chance) 

In a MEDIUM CHANCE game, even though the point 
total of your force and that erf the defending player may 
be equal, the outcome is still uncertain. If you are 
repulsed, then your attack round is ended and you lose 
any horse, weapon or boat which you attempted to 
move into that territory. 
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High Chance 

(See rules for Low Chance) 

In a HIGH CHANCE game, all attacks are subject to 
chance, with the odds fixed in proportion to the points 
total {so that a 3 force attacking a 6 force would have 
half as much chance of winning as the 6 force). 
Consequently, you can attempt attacks even when 
you are outnumbered, and you may win. By the same 
token, it is possible to lose attacks when you have the 
most points. If you lose an attack, your attack round 
is ended and you lose any horse, weapon or boat which 
you attempted to move into that territory. 



ALLIES 

I you have a chance of winning, the menu shows any 
of several options, depending on your situation, if 
third parties have force points bearing on the territory, 
you will be given a choice: "Allies. - You must select 
this choice I you want to continue the attack. At this 
point, third parties must decide whether to ally with the 
attacker or the defender, or to stay neutral. The allies 
enter their decisions by moving the cursor to the 
appropriate choice and pushing the button. 



FORCES 

Under most circumstances, you will have the option of 
bringing additional "Forces* 1 to a given attack. If you 
have a horse, a weapon, or a boat which you wish to 
add to your force total, choose this option. Once you 
select "Forces, • you will have the option of returning to 
the previous menu or moving a weapon, horse or boat 
into the territory you are attacking. A weapon can only 
move into an adjoining territory. A horse can pin an 
attack from two territories away, if you possess the 
territory it needs to move through. A horse can also 
pick up a weapon along the way and bring it into the 
attack. To do this, first movs your horse into the 
territory with the weapon, pick it up, then move on. If 
you have brought additional forces to an attack, the 



attack menu will be updated to show the additional 
points. 

There can only be one horse or weapon per territory, if 
you use the "forces* option to bring a horse or weapon 
into a territory that already has a horse or weapon, 
there will only be one horse or weapon in the territory 
after the attack. However, it is possible to have more 
than one boat per territory, so it is possible to "capture" 
boats. 

Note that in advanced and expert games, you have the 
option of attacking a territory that none of your 
territories touch. This is done by using a boat to add 
forces to the attack. 



BOATS 

In Level 3 and Level 4 games, you can "add forces" to 
an attack by using boats. A boat can also ferry a 
horse and/br a weapon into an attacked territory if the 
attacker has a horse and/or weapon in the boat's 
originating territory. The points of the boat, horse and 
weapon will be added to the attack. They will be 
automatically unloaded into the conquered territory if 
you win the attack. 

Note that while defending, boats do not count as force 
points for any territory other than its current one. If 
there is more than one boat in a territory, all will be 
counted in a defensive force count Boats will not be 
included in an attacking force count unless you 
specifically add a boat using the "forces" option. 
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Battle Revolution 

If you are able to win the attack, you will have a menu 
choice: "Attack/ If you brought a horse or weapon 
into the territory as part of an attack and the territory 
already contained one, it will be lost No territory can 
have more than one weapon or one horse. If you win 
the attack, you now own whatever was there - the 
pasture, the mine, the timber, the weapon, the home, 
the boat, the stockpile, even the city. If you capture a 
stockpile, tt will be looted and its resources will be 
added to your stockpile. 



To Win 

The game continues until one player has three dttes at 
the end of a year, tf 2 or more players have 3 cities, 
the game continues until one player has more than the 
other player at the end of a year (similar to 
sudden-death overtime). The same applies H the win 
level (the number of cities) is set higher. 
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STRATEGY TIPS FROM EON 

Jack: When I'm selecting my territories, I try to get 
the mix of resources necessary to quickly get cities, 
rather than weapons. Pva found ft at most of the time a 
city is more valuable than a weapon, because it is 
almost as strong, and it doubles your production in 
bordering terrftories. Of course, 9 you ohoose a city, 
and your opponent chooses two weapons, and the 
next year's production is lost, it can hurt 

Trevor: 1 keep a ctose eye on the order of play. I pay 
attention to who Is going to make the last shipment In 
expert games. In multi-player games, ttfs worthwhile to 
offer trades and alliances and sometimes bribes of 
resources to get what you need. If my Immediate 
adversary Is trading with a third party to get a weapon 
or a horse that wlli be used against me, t mfght try to 
beat the offer if 1 can. Even give away some gold as a 
bribe to cancel the deal 

Bill: rve found that it's always good to try and split 
your opponents in two whenever possible, so they lose 
some of that support strength. When picking countries 
at the beginning, I group them. In multilayer games, 
one front is always better than two, so 1 try to avoid 
getting caught between two other players. 

Peter: Occasionally, It's smart to hoard your 
resources until you can buy a city. The temptation is 
to buy a weapon whenever possible, but often it's 
smarter to watt. Some rules of thumb for beginners are 
to always put your weapons wtth a horse or a boat V 
you can, watch out tor boat attacks at your rear, and 
protect your stockpile at all costs. Getting looted ts no 
fun, 
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Map Maker SAVED MAPS 

The map maker utility allows you to modify the maps 

that come with the game and to buiJd custom made 

maps. For details on how the map maker operates on 

your particular computer, see the reference card that 

was included in the insfde front cover of your Lords of *" — - 

Conquest package. ' 



Map Catalog 

For a complete list of the built-in maps for your 
computer, see the reference card that was included in 
your Lords of Conquest package, 
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Choosing Countries 

Choose coumnes with resources in Ihem firsi. Then choose countries bordering ihe ones you already have. This 
wiil improve borh your offensive and defensive positron. 
Resources and Forces 

Th& various resources and forces are represented by icons: 



Pastime 



Iron 



Cog! 



umber 



Horses 



Boats 



Weapons 



DeveEop-rionC Cosls 

In a level 1 game: 

2 Ga'd = 1 Weapon 
4 Gok? = 1 Cily 
(n a leve) 2 game add; 
1 Iron ■+ 1 Coal = 1 Weapon 
1 Geld +1 Iron + 1 CoaU1 Tinber = 1 Cny 
tn a level 3 game add: 
3 Timber - : Bout 
3 Cold ^ 1 Boa- 
Force Points. 

1 po.rit \o r :he ha'ne ierri:oiy i:seli 
1 prwit fo' e-TsC' - ' adjacent te'ii'o-y 
1 pcir- -or a rorse in th^ hcrrie ternrcy 

1 po nt for eac h ^crs^ ti <:K:;aC£n! t£~nlot!K iC 

2 po-nts lor a oily in the horns territory 

2 pomts fur each c-ty m acjacent te-riioiies 

k":!i also double resource prod jc? ion in ther home ar.d adjacent territories) 

3 poinis. =cr a weapon in the home lerhto'y 

3 points Icr each weapon in ac'jaoen! territories 
2 points for each boat in the home territory 

',Mo + .gj ■ This <s 3 "defensive" count. An offensive conn! includes tt*e lortcs of aH !he attacking player's territories 
bordering the defending teiriSoTy.) 




f: LtA TRONIC ARTS' 



APPLE II FAMILY 



Lords of Conquest 



GETTING STARTED: Insert the disk in the drive and start it as you would any other. The program 
will boot automatically. (Apple lie and He owners: Make sure the caps lock is down). Press any key to leave 
the startup screen and go to the main menu. You may want to have a formatted disk ready before you start, 
otherwise you will not be able to save a game or map in progress. An average game takes about 45 
minutes to play, and it may not always be possible to finish a game in one sitting. To format a disk, load your 
DOS System Master. When it has finished loading, remove your System Master, and insert a bfank disk. 
Type INIT HELLO and press Return. 

MAIN MENU: The Main Menu provides you with the following choices: 

1. New Game {to start a new game from scratch) 

2. Saved Game (to load a previously saved game; see Saving And Loading below) 

3. Map Maker (to build custom maps from scratch; see Map Maker below) 

4. Demo (to watch a demo of the game). To stop the demo, reboot your computer by holding down 
the Control, the Open Apple and the Reset keys at the same time. 

Press the appropriate number to make your selection. 

STARTING A NEW GAME: Selecting New Game from the Main Menu provides you with a 
number of further choices. First, you will be asked to select the number of players (1-4), and then the level 
of play (Beginner, Intermediate, Advanced, and Expert), and player color. Simply follow the screen 
prompts to make your selection. With a monochrome monitor you only be able to play two-player or 
solitaire games, and you must seiect Color 5 (white) for one of the players. If you wan! to pJay a three- or 
four-player game, you will need to use a color monitor or television set. 



GAME SETTINGS: After you have selected number of players, level of play and player color, you 
will be asked to specify the following game settings: 

1* Resources — select the level of resource abundance you want to use in the game. You can 
choose from Low, Medium and High. 

2. Cities to Win — select the number of cities needed to win the game. You can choose any 
number from 3 to 6. 

3, Chance Level — select the fevel of chance to operate in the encounters. See your manual for 
detailed information on chance levels. 

4. Music — toggle music on/off. 

5, Input Device — toggle between joystick and keyboard. If you select joystick, use the joystick to 
move the cursor, and the button to make a selection. If you select keyboard, use the !,J,K f and M keys 
to move the cursor, and the Return key to make a selection, 

SELECTING A MAP: Once you have selected the game settings, you will need to choose a map 
to play on. You can choose from a number of existing maps or you can have the computer generate a new 
map (see below), ff you choose Map From Game Disk you will be asked to flip the disk over. Turn your 
disk over and reinsert it in the drive, then press Return. You can then choose from the following; 



1 North America I 


6 China 


11 


European Wars 


16 


Africa 


2 Middle East 


7 Mediterranean 


12 


World 


17 


South America 


3 Prussia 


6 Ancient Italia 


13 


River Land 


18 


Down Under 


4 North America II 


9 Caribbean 


14 


Polar ice 


19 


Shenandoah 


5 Borderlands 


10 Sea of Japan 


15 Three Continents 


20 


Exit the Catalog 



If ycu choose Saved Map you will be asked to insert your map disk (see below for saving maps you have 
created). You can then select one of your saved maps to play with. If you choose Generate a Map, you 
wi!t be asked to flip the game disk over so that the program can access the Map Generator. You will then be 
asked to choose between the following: 

1- Use Programmed Parameters — tNs instructs the computer to generate a map automatically, 
appropriate to the selections you have already made (such as number of players, etc.) 
2, Define Your Own — this is like a manual override, letting you specify the parameters that wiil 
define the map. Just follow the onscreen prompts and press Return to make each selection. You 
can choose whether to have a water boundary, the minimum water size (measured in "cells", see 
below) , the number of territories, and the average territory size (also measured in cells), etc. 
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Once you have generated a map, you can choose from: 



1. New Parameters (generate a different map with new parameters) 

2. Redo, Same Parameters (generate a different map with the same parameters) 

3. Save Map (save the new map to your map data disk) 

4- Proceed (enough with these maps already, let's get on with the game). 

In each case, make your selection by pressing the appropriate number 

Once you have selected or generated your map r the computer wttl distribute the resources thoughout the 
territories. If you are dissatisfied with the distribution of resources, you can ask the computer to 
redistribute them randomly (choose 1} r or you can move specific resources by hand {choose 2). If you 
choose to modify the distribution manually, move the cursor to the territory containing the resource (using 
either the joystick or the l,J ( K and M keys) and press the button (or Return, if you selected the keyboard 
option). Move the cursor to the new territory and press the button (or Return) again. When you are 
satisfied with the new distribution, move the cursor to a water area and press the button (or Return), Now 
press 3 to begin the game. 

Stockpile Note: If you have more than nine of any one resource, your stockpile will only show nine. 
When you go into development or trade, t>owever p you will have access to all your resources. See your 
manual for details. 

MAP MAKER: As an advanced technique, Lords of Conquest lets you create maps from scratch, thus 
letting you use any geographical location, whether real or imaginary, as a battlefield. You can also use this 
option to modify maps the computer has generated. To enter Map Maker, select 3 from the Main Menu. 
You will be asked to insert Side 2 of your game disk. Turn your disk over and reinsert it in the drive P then 
press Return, 

In the Map Maker, each territory (or "Area") musl have a minimum of nine Cells. In addition, a map must 
contain at least 20 areas before it can be saved as a MAP. If you wish to save a map-in-progress before you 
meet this 20 area minimum, you may save your map to disk as a WORK, The Map Maker keeps track of the 
number of cells in an area and the number of areas in a wort*. It will not complete an area that is too small, or 
save a Map that has too few areas. Conversely, the maximum number of cells in an area is 99 and the 
maximum number of areas in a work is 48. The Map Maker prevents you from exceeding these limits 



If you have a WORK saved on a disk you can load it and continue working on it. If you have a MAP saved to 
disk, you can load it, TRANSFER it to a WORK, modify it. then save it again as a MAP. 



When you enter Map Maker, you will be presented with the following menu: 

1. New Work — lets you begin from scratch, (See details betow). 

2. Load Map — lets you load a previously saved map from a separate disk. When you load a Map, 
you will be asked to Transfer Map to Work, which will allow you to edit the map. The complexity check 
assures you that the map is playable in a solo game. The simplest way to make a map playable is to 
decrease the number ot areas. 

3. Load Work — lets you load a previously saved work from a separate disk. When you load a work 
you come directfy to the NEW WORK section of the menu, 

4. Catalog Disk — lets you see the names of the saved maps and works. 
5- Exit Map Maker — takes you back to the previous menu. 

To make a selection, press the appropriate number. 

New Work: Selecting N for New Work provides you with a drawing area and a menu, as follows: 

X (Extt) — You will be asked whether you want to save your work. This precaution protects you from 
inadvertently losing your work, 

(N)ew Area — This is where you do your creative work. See NEW AREA below. 
(E)dit Area — lets you add of take out cells from an already completed area. The box in the bottom 
right hand corner shows the celts per area and the total number of areas your work contains, 
(D)elete Area — lets you wipe out an entire completed area with one key press. Use it with caution. 
(M)ake Map — transforms your work into a playable MAP once you have 20 areas completed. You 
must do this if you want to save the map as a playable map. Otherwise, it will be saved as a work, 
which is not playable. As soon as you have a playable map, the dots that signify the water areas 
disappear. 

To make your selection, press the appropriate key. 



New Area: To move the cursor (which appears as a + in the middle of the screen), use the \ t J H K and M 
keys. You will also see the following menu items; 

(A)dd Cell — this places a celt at the cursor position. To add a series of cells, alternate A and the 
appropriate cursor key. e.g., A.KAKA etc. 
(R)emove Cell - this deletes a cell at the cursor position. 
Left Arrow — deletes the series of cells you have just created. 
X (Exit) — for saving your work. 

C (Area Complete) appears only when your current area has more than nine cells Pressing C completes 
the area. 

"The bottom right hand corner of the screen shows a running count of the number of areas, the number of 
cetls in your current area, and the cursor's current line and row number. 

Note: The Map Maker lets you create \vraparound H maps that loop all the way around. This means that if 
you add cells at one point on the map, move east or west several spaces and add one or two more, the 
Map Maker will assume that the two incomplete areas are one territory. This feature works only in an 
east-west, and not in a north-south direction. In addition, the Map Maker constructs its maps from top to 
bottom, 2ig-zagging back and forth as it moves down the screen. If it does not allow you to add a cell in an 
empty space it may be because you are trying to add the cell in an order i does not recognize. In that case, 
try deleting the cells in that area and adding them in a strict left-to-right, top-to-bottom fashion. 

SAVING AND LOADING: You can load a saved game from the Main Menu when you first start up. 
You will be asked to specify the drive and name of your saved game. Between each phase of the game 
you have the option of saving a game in progress ("Press Button To Save Game"). When you press 
the joystick button or Return, you will be asked to specify the drive for your data disk. You will be 
prompted to insert your data disk and to name your game. 

You can also save maps and works on a separate data disk. As soon as a map is playable, you will be given 
the option of saving it on a data disk. If a map is not yet playable, you can save it as a worfc. 

Note: Lords of Conquest uses GraForth DOS. When switching disks, if you make a disk-related error 
(such as putting the wrong disk in the drive, forgetting to close the drive door, or entering the wrong file 
name, etc. J, you wifl get an error message. If this happens, press Return and the program will return you to 
an earlier menu choice where you can try again. 



Limited Warranty 

Electronic Arts warrants to ths original purchaser of this computer software product that the recording 
medium on which the software programs are recorded wiH be free from defects in materials and workmanship 
for ninety days from the date of purchase. Defective media returned by the purchaser during that ninety day 
period wiH be replaced without charge, provided that the returned media have not been subjected to misuse, 
damage or excessive wear. 

EoHowfng the Initial ninety day warranty period, defective media will be replaced for a replacement fee of 
$7.50. Defective media should be returned to: Electronic Arts, 390 Swift Avenue, South San Francisco, CA 
04080, Enclose it in protective packaging, accompanied by (1) proof of purchase, (2) a brief statement 
describing the defect, (3) a $7.50 check (if beyond the initial ninety day warranty period), and (4) your return 
address. 

WHAT IS NOT COVERED BY THIS WARRANTY 

THIS WARRANTY DOES NOT APPLY TO THE SOFTWARE PROGRAMS THEMSELVES. THE PROGRAMS 
ARE PROVOED "AS IS." 

THIS WARRANTY IS IN LEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN. EXPRESS 
OR IMPLIED, ANY IMPLIED WARRANTIES, INCLUDING IMPLED WARRANTIES OF MERCHANTABILITY 
AND FTTNESS FOR A PARTICULAR PURPOSE, ARE UMFTED N DURATION TO NINETY DAYS FROM THE 
DATE OF PURCHASE. ELECTRONIC ARTS SHALL NOT BE LIABLE FOR INCIDENTAL OR 
CONSEQUENTIAL DAMAGES FOR BREACH OF ANY EXPRESS OR MPLJED WARRANTY. 
Some states do not allow the exclusion or limitation of incidental or consequential damages or limitations on 
how long an Implied warranty lasts, so the above limitation or exclusion may not apply to you. This warranty 
gives you specific legal rights, and you may also have other rights which vary from state to state. Address 
all correspondence to Electronic Arts* 1820 Gateway Drive, San Mateo, CA 94404. Or call us at (415) 
572-ART5, 

Unless identified otherwise, all programs and documentation are Q1 985 Electronic Arts. 
APPLE COMPUTER, INC. MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, REGARDING THE 
ENCLOSED COMPUTER SOFTWARE PACKAGE, ITS MERCHANTIBILITY OR ITS FITNESS FOR ANY 
PARTICULAR PURPOSE THE EXCLUSION OF IMPLIED WARRANTIES IS NOT PERMITTED BY SOME 
STATES. THE ABOVE EXCLUSION MAY NOT APPLY TO YOU. THIS WARRANTY PROVIDES YOU WITH 
SPECfTC LEGAL RIGHTS. THERE MAY BE OTHER RIGHTS THAT YOU MAY HAVE WHICH VARY FROM 
STATE TO STATE. 



